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* [eam Fortress 2 and how we came up with its 
unique visual Style 


Team Fortress 
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* Team based first-person multiplayer shooter 
‘Originally began as a Mod for Quake 

* Developed by Aussies John Cook, and Robin Walker 
in 1996 


Team Fortress 


* Nine unique player classes, 
categorized into offense, 
defense and support roles 


* Over-the-top non realistic 


game play = 
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* In 1998 Cook and Walker 
were hired by Valve and set 
out to design Team Fortress 2 


Early Team Fortress 2 Design, 1999 
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Early Team Fortress 2 Design, 1999 


Early Team Fortress 2 Design, 1999 


How'd we get here? 


eam Fortress 
2007 


Research 


Mike Mignola 
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Julian Street- Thomas McMorro 
Elizabeth Shackleton- Octavus 
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J.C. Leyendecker 


Sketches 


Early medic 


Sketches 


Early pyro 


studies 


Head shape 


Head shape 
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Read Hierarchy 


Read Hierarchy 
Class 


-Distinctive silhouettes 
-Body proportions 
-weapons 
-Accessories-shoes, hats 
and clothing folds 


trim 


Read Hierarchy 


- Highest contrast at chest level, where 
weapon is held 


-Gradient form dark feet to light chest 


World Design 


eGoal was to create an 
immersive and 
believable world 

* [eam distinction 
through material 
*Hue/saturation/value 
eImpressionistic 
painterly look 


Research 


Jack 
Delano 


Jack Delano 
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Jack Delano 
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Jack Delano 
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James Bond 


James Bond 


James Bond 
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James Bond 


Dean Cornwell 
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Harvey Dunn 


From Spirited Away, Hayao 
Miyazaki 


Concept Design 
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Contrasting team properties 


Red 


-Warm colors 
- Natural materials 
-Angular geometry 


Blue 

- Cool colors 
Industrial materials 
-Orthogonal geometr 


Rough Shelling 
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Proof of concept 


Proof of concept 
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Team Fortress, Team Fortress 2, 
1996 2007 
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Conclusion 


Journey 


Team Fortress 2 and how we came up with its 
unique visual Style 


Valve Culture 


